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MATURE 17+ 
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interactivityP 


STATES 

Exploration/ Fights/Stealth/... 


-REVERTS" 

Objective/Trigger Zone/Dialogue/... 



GAMEPLAY 

MECHANICS 

Specific Feature(s) 


IMMERSION 

Set the mood 


FEEDBACK 

Give information 


REWARD 

Make the players happy.. .or not! 
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Where to start with music: 
The Hierarchy of engagement 


1st LAYER 



Pick the most engaging aspect of your game to support it with music: STORY 


2 nd LAYER 


Fights 


3rd LAYER 


Memory Remix 





Vision 


The wheel of creation 


Words 


CREATIVE 

DIRECTOR 


Music 


Artistic 


Technology 


Translation 


/ / 
/ / 
/ / 

/ / 

/ 


\L / 


Artistic 


\j 


Composer 


Artistic 


Technology 


Audio 

Director 
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The Steps to a Unique Sound 
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The Decisions for Remember Me 
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Life bar 


Scoring a Gameplay mechanic: 
THE FIGHT -Basics 


Special Moves 
Based Gauge level 


Combos 
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Scoring a Gameplay Mechanics: The Fight 
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Scoring a Gameplay Mechanics: The Fight 

“Support every actions made by the player to give him feedback and reward” 



Idle/wait 


4 steps 


Transitions |<; 

F5l 

Combo 


5 




P* 








Hit 


1 


Heal | 




Low Life 

— 

Loop <> Entries 




— 

Brainlock 


3 



1 

S-Pressens 


5 




Hacked 


1 




Super Combos 


1 




End Fight 


2 
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Wwisc: 5 ;t<»lo COMBO 


AkSetState 

GEN Fight Music 


State 

Combo 


SubStates 

Begin 

End 

Tick 

Fight_ComboSuccessSloino 
Fight FuryStart 
Sound ^Fight_LogicBomb 
ToWaitBrainLock 
Overload Straff 
QuickOver load Star t 
HitlmpactOnNilin World 
SD Enforcer Heavy HitNilinCounterAttack 
Sound Fight. ComboFail 
FightMusic EndWave 
Health._Screen LowHealth„.Show 
Fight Music. ComboToGod 
Fight Music Ending 


WaitForNextTick 


2013 CAPCOM Ltd. DONTNOD Ent. All Rights Reserved 




ChangeState 

CheckCombo 







Wait 

ChangeState 


1. 000 

wait 

]■ 











Music Enforcer HIGH 




Combo Management 


Fight End 


Bank Flush 


Nilin Dead 





Scoring a Gameplay Mechanics: The Fight 

Electro 
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Scoring a Gameplay Mechanics: The Fight 

live orchestra 





CUE - TheHGHT 





Scoring a Gameplay Mechanics: The Fight 
Mockup - Recording - Manipulation 












fcrf ADRift - Wwise V2011.3.1 (64-bit) 


Project Edit Views Layouts Audio Windows Help 


GEN_FightMusic_Enfbrcers. 


English (US) (Reference) 


Follow Capture Time 


Windows® 


Remote. 


G EN_Fight Music_Enforcers_High 


Files 

GBM_FightMusic_Enfbrcers_High 

“ WaitJSIMEWavel 
” Wait_NMEWave2 
” Wait_NMEWave3 
” Wait_NMEWave4 

' MFE_High_Br airlock 

” ComboFail 
j§; ComboFail 

pB MFE_High_Combo_01 
|11 MFE_High_Combo_02 
fe MFE_High_Combo_03 
!§§ MFE_High_Combo_04 
jg) MFE_High_Combo_0 5 
” Death 
■“ Fight End 
■“ Fight End God 
“ First combo 
■“ Fury 
” GOD 

Heal Combo 


General Settings Conversion Settings Effects Positioning RTPC States Transitions Stingers Advanced Settings 


Destination 


Transition Tester. 


First combo 

Brainlock 

Fury 

Fight End 
Overload 


Heal Combo 

Brainlock 

First combo 

First combo 

Combos 

Combos 

Combos 

Combos 

LowUfe 

LowLife 


Combos 


First combo 
Fight End God 
Wait 

Combos 


" Idle 
“ LogicBomb 
“ LowLife 
” Overload 
Gen_Enforcers_High_Full 
PreEntry_Percussions 


ComboFail 

Death 


Lower transitions have higher priority. 


Transition Segment 


Use transition segment 


Show All States 


Show All Switches 


Custom Cue Filter 


Play pre-entry 
Fade-in 


GEN_FightMusic_Enforcers_High - Music Switch Container Association Editor - 16 children 


Switch assignation 





Scoring a Gameplay Mechanics: The Fight 
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A unique sound that sticks to the game identity 

An engaging score that follows the story as well 
as the player’s successes 

A rewarding music to support the gameplay mechanics 

A great Team work between the Audio Lead/Composer 
and The Creative Director 



A lot of work! 

If a gameplay mechanic has a problem, 
then it’s also yours 

Too much details may feel too seamless 
to the players 
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Conclusion 


• Make a plan for instrumentation, themes and music structure and make them meaningful 

• Identify what are the gameplay mechanics and how you can help them with music 


* Try to get great musicians but don’t go live music only (if needed) 


• Play the game with your music during the development 

* Share your experience 



Behind the Unique Interactive Soundtrack of the Future - GDC March 2014 - Olivier Deriviere, John Kurlander 



QA / Contact 




www.johnkurlander.com 



jjkofla@aol.com 
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